rehashing the living room drama over and over again, afraid to venture into new material, becoming obsessed with perfecting an unattainable formula. In a constant cycle of rehashing previously successful franchises and tropes into different mediums, designers lose the opportunity to grow.
However, with the rise of smash hits like Hamilton, Dear Evan Hansen and Then She
Fell, designers find a place to dazzle spectators with raw, enthralling artwork that creates a sense new audiences are missing more than anything: Wonder.
To continue the creation of relevant, diverse and genre-defying theatre, designers must be trained to hold authority over the elements of design. These include the concepts of line, shape, color, texture and scale. A designer must know when to trust their instincts and when to rely on time-proven techniques. A designer cannot be afraid of building something new.
In addition to this, a growing emphasis is being placed on a designer's mastery of multiple disciplines. By having a more-well rounded education, a designer is more of an asset on the team. This is why my education at The University of Iowa was essential in its multidisciplinary focus.
vi
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PREFACE
Designing the theatre is an interesting balance between fine art, sculpture, architecture, psychology, history, anthropology, dramaturgy and fashion design. Yet even if one were to be an expert in all these fields, they wouldn't necessarily make a great designer. There is something else they would need, perhaps above all other learned knowledge, in order to look out on the world and see the patchwork which connects all ideas. This is instinct. It is bigger than fact and deeper than intuition. This is the designer's understanding of the emotion of form and the ability to give an inanimate object motivation and life. A designer can see this tapestry of interwoven concepts, but only a great designer can pull on the threads.
The images and text of this document are selected samples of the realized and theoretical projects which form my thesis portfolio. This body of work can be found in its entirety at the link provided below. These endeavors mark the beginning of a lifetime of experimentation, manipulation, impetus and execution that will someday find me pulling those elusive threads.
Digital Portfolio Link: http://ir.uiowa.edu/theatre_d_folio/ Hello Dolly! is a classic American musical detailing the amusing manipulations of Dolly, a matchmaker, as she attempts to pair up young lovers while also securing a new husband for herself. As a golden age musical from 1964, Dolly is characterized by its huge ensemble numbers, dance breaks and larger-than-life emotions and slapstick humor.
For the class project, I was tasked with designing Dolly in the Minskoff Theatre in New York City using the original scenic designs by Oliver Smith. This required not only taking on a big musical in a foreign space, but one that had a sensibility to it that I am too young to have witnessed. In 1964, there was no LED lighting, no wireless dimming capability and much lower electric capacity as a whole. Thus, the scenery is crafted and painted according to those limitations. I took our new technology and power loads and retro-fitted them to a vintage aesthetic.
There is a patented look to the golden age musical, and it was against my instinct to retool the formula on Dolly. However, my penchant for color also guided me to consider where to push saturation and where to stick to a classic palette. 
Come and Go
Scene Design 1 Project November 2015
This made for the perfect canvas to determine a design aesthetic. In addition to the script, which called for nothing more than an exit and a bench, I was given a fine artist whose work was to be used as the lens through which our theoretical director saw the play. My design of Come and Go was operatic in scale. Flo, Vi and Ru were surrounded by towering lipsticks and high heels, symbols of the unbearable pressure for women to be beautiful and stay that way forever in American society.
The women, dwarfed by the standards of a candied, plastic world are squeezed together onto one small bench. Even when one of them leaves, they simply move to a chair that is still physically connected to the bench. This inability to completely disconnect from each other represents a take on Beckett's infinity.
The one thing that keeps these women afloat in a society meant to tear them down is their bond.
GIRL: A Labyrinth Dark
Lighting Design Theatre B | February 2017 GIRL: A Labyrinth Dark was an experimental gallery piece that combined projections, dance, circus arts, puppetry and traditional theatre techniques to explore the non-linear way the brain processes the trauma of sexual assault. The main goal of the design of this piece was to create a world which could be visually and physically manipulated by an ensemble (The Muses) to antagonize and obstruct the protagonist's (Girl) journey. These obstructions were to appear as a tangible manifestation of the way the brain cordons off memories that are too stressful for the body to handle.
In terms of lighting design, this was a project that demanded creativity. With no budget and limited resources, the goal of creating an amorphous void which at one moment could appear abysmal and the next moment be filled with projections of text and imagery seemed almost impossible. However, through the combination of both digital and analog projection, we created something that celebrated the spirit of the text.
The term "analog projection" can be defined here as a projection style that utilizes a medium other than a computer, digital projector or TV. In GIRL, this medium was an old-school overhead projector, transparencies and food coloring. This allowed us to create visceral, highly pigmented lighting effects directly on performers' bodies in a way that reflected the fulcrum on which this universe spun:
real-time manipulation of the world in an effort to obstruct Girl's path. The collaboration process on Interrupted was very challenging. Impetus for a devised piece generally comes from artists of a like mind that agree on a story they are all interested in telling. In a class setting, this becomes a challenge because every student comes from a different angle and being the voice of reason and direction can be overwhelming. However, being a designer in this situation allows you to see a patchwork where others see disparity. This skill is not only useful, it is indispensable to the craft of design. Hattie played as the second act to another dance thesis: Rhythm Unbound.
Hattie Mae's Juke Joint
These pieces were completely different, so masterful manipulation of a single light plot was essential. This was achieved through the distinction of a saturated and sensual color palette that is highly unusual for dance matched with a keen isolation and modeling of the body that is rare in big musical numbers. It was important to the producer and myself that the rich and colorful culture of this time period and the African American people was not lost in the tradition of dance lighting: unsaturated, diffused, formulaic and suited mostly for thin bodies and pale skin.
Establishing warmth and vivacity was also important so that at the show's climax at a senseless act of violence, it's sudden absence is as jarring as the violence enacted.
I took special care with this show as I knew I was dealing with a culture and topic that I wanted to capture perfectly in order for the political message to be properly delivered. I took careful note of the style of dance and the song lyrics, always staying in close communication with the producer to ensure that I fulfilled his vision and validated his experience.
SOFA 2015 Connect Competition
Lighting and Installation Design Chicago Navy Pier | October 2015
In collaboration with the 3D Design Department of The University of Iowa, two MFA lighting students designed an installation to compete in the 2015 CONNECT Contest at Chicago's SOFA Conference (Sculpture, Objects, Functional Art and Design). Our challenge was to create an inviting space where people would be drawn to sit and connect with other artists and designers on the expo floor. As we tied with Pratt Institute for first place, we seemed to have succeeded.
The contest had a few parameters. These included seating for at least twelve people, special lighting, display space for the furniture designs of Iowa students and a constructed element which embodies connectivity. The lounge space was meant for creative thinking and networking. 3D Design was responsible for the aesthetic development and construction of the physical installation. They were interested in tree canopies and what life flourished underneath their shade and protection. What they eventually produced was a suspended canopy made from wooden dowels. This is where our collaboration really began. Unfamiliar with the reality of safe rigging practices, the students needed help in calculating load weights and selecting the best pick points. We designed the touring rig to hang their canopy from, then we proceeded to construct the light look. Since the piece was designed to function like a tree canopy and the entire installation was beige and white, I posited the idea that through a series of sixteen cues, we view that canopy through the seasons at morning, afternoon, evening and night. The whole cycle lasted about twenty-five minutes.
3D Design came to us because they wanted something no one else would have. They had witnessed the art world's lack of color and movement and wanted to bring those elements of theatrical lighting into their world, though not so much as to misrepresent their art. This was my first foray into lighting for fine art and a balance had to be struck, namely clarity of object versus experimentation with saturation of color. With no narrative or text, our inclination was to create one, thus the embodiment of time in our design. What was especially interesting about the experience was that my fellow lighting designer and I, being present on the expo floor, actually got to witness and receive direct feedback as to whether the concept connected. We found that people would come back again and again for their favorite season, sit and take it in. 
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The Crucible
Scene Design 3 Project October 2015
In its commentary on the American way, The Crucible analyzes our hypocrisy, intolerance, jealousy and indescribable capacity for smallness of character. However, at its core, The Crucible is a play that uses history to warn us of our inevitable future. Thus, I found it fitting to view it in a way that emphasizes the eeriness in which so little has changed.
There were two drafts of The Crucible before I arrived at the final version. One was set in the ghost town of Salem a millennium from now surrounded by the dust and sand that would so characterize the final draft. The second draft was set in a room fashioned to look one-part Puritan courthouse and one-part ominous wooden hell mouth. The best parts of these two drafts were then combined and re-worked into the final version:
the inside of a Puritan building reduced to dust by the passage of time, leaving nothing but a sagging, toothy wooden spine.
The Crucible taught me to lean as heavily as I liked into the themes of the play and to dare to freshen up an American classic for a new, younger audience. It was also informative in that we were tasked to design for a theater in California: The PCPA Marian Theater. This meant we had to have a sharper visualization of the space, double checking our math and geometry in a way we take for granted when the theater is next door. As a New Play Festival production, squeeze had a limited build time and a one-day run. This was a challenge because squeeze had four distinct locations. These distinct, claustrophobic locations were achieved through four flats on casters, two of which were locked together until the finale of the show when the motel room splits open to reveal the heart of the motel.
squeeze: A Motel Play
These moving pieces served a dramaturgical function as well. In squeeze, the scenery is the fifth character and so must be threatening and able to scare Jenna (the protagonist) by rearranging itself. Because of this, transitions were celebrated through choreographed sequences set to a sound-scape in which we observe Jenna in her ability to see the motel change.
New Play Festival is a unique experience in that there is a mountain of work that happens in a very condensed time frame to create a show that will live for one day. It is a feat of collaboration and an incredible exercise in instinct. If one stays true to the text, gut instinct is a powerful way to deduce the core of what a design needs to function. Shell That Was Once Her Heart (a rave fable) is a modern adaptation of the tragedy that asks a new series of questions, the most prevalent being: "Why do we find the death of young women beautiful?"
Vanya and Sonia and Masha and Spike
Our production took place in Juarez, Mexico, a city notorious for a slew of unexplained deaths and disappearances of young women. Using the inhumane distortion and objectification of the predatory gaze as a launching pad, I implemented unorthodox angles and asymmetry in the layout, seating arrangement and nearly every set piece. This was designed so that even upon walking into the space, audiences are in a place that is as alluring as it is alienating.
Iphigenia had to inhabit a world that was one part eternal rave, one part pseudo-Grecian architecture and one part infinite sky of stars. The space had to breathe and pulse with the sound and light of the play. For this reason, it was important to make almost every element transformative even though only one element of scenery moved.
Iphigenia was an incredible lesson in the importance of textural building materials. It is often intimidating to commit to a type of wood or finish without any prior knowledge of the way it functions onstage. Sometimes, however, these risks can result in a big visual payoff.
Without the use of plastic, the space wouldn't be able to dramatically change and move the way it did. Without cardboard, an essential texture would be lost. Without fluorescent paints, there would be no stars. This show taught me that knowledge of resources is key.
